MESSAGE 739557960971190353
FROM Zephnik IN #proposals-ä7 ON 2020-08-02 AT 18:59:18.218:
Proposal 1

Create a new rule which states:

```
All players have an integer associated with them called "points". Who has what amount of points is tracked in the list of player names in <#713116675561488455>. Upon becoming a player for the first time, a player has 0 points. 

When a player lands on a space divisible by 5, they gain 10 points. 
```

MESSAGE 740163953174380564
FROM Slimey IN #proposals-ä7 ON 2020-08-04 AT 11:07:18.018:
Proposal 2

Create a new rule which states:
```
Tile #4 of the board becomes an "Unlucky Space". 

A player who rolls a 4 on any dice counts as if they landed on an Unlucky Space, no matter the location of the player on the board.

If a player lands on an Unlucky Space, they either: 
a.  move back to tile #1 of the board. This does not count as if they have lapped around the board and gone past tile #10, and instead acts as a regression. 
OR:
b.  lose 5 points. If the player landed on tile #4, they stay on tile #4 with no further effects. If the player rolled number 4, they move to their destination ('p+4', where p is the players position before having rolled a 4) with no further effects.
A player can choose between option a or b when landing on an Unlucky Space.

b is not an option if points are not implemented, non-functioning or state otherwise.
```

MESSAGE 740613243084603493
FROM rosewinsall IN #proposals-ä7 ON 2020-08-05 AT 16:52:37.08:
Proposal 3 

Create a new rule which states: 

If a player lands on the same space as another player the former player is relocated to tile #1.

MESSAGE 741099358434492448
FROM Random Internet Cat IN #proposals-ä7 ON 2020-08-07 AT 01:04:16.011:
Proposal 4

{
Amend Rule 5 to read, in full:
{
The gameboard consists of the spaces defined in the rules. All players are always located on one of the board's spaces. 

The gameboard has 10 primary spaces, inclusively numbered 1 through 10. Each primary space is adjacent to the primary spaces whose numbers are one greater than or lower than its own number, and the primary space with the highest number is adjacent to the primary space with the lowest number.
}

Amend Rule 7 to read, in full:
{
Up to once on their turn, a player located on a primary space may move "up" the board, that is, in the direction in which the numbers of the spaces increase (wrapping around if they reach the highest-numbered primary space). To move, a player announces they are moving and rolls 1d6 in <#735938559726321674>. They move exactly that many spaces up the board.
}
}

MESSAGE 741738578517688422
FROM Wotton IN #proposals-ä7 ON 2020-08-08 AT 19:24:17.955:
Amend rule 3 by changing its first sentence to read as follows:

```A player's turn consists of performing any actions the rules require them to perform on their turn, as well as optionally performing any other actions the rules allow them to perform on their turn. ```


Amend rule 4 by changing its first sentence to read as follows:

```A player who does not already have a proposal being voted on may make a proposal by posting a message in #proposals. ```

Amend rule 4 by appending the following to the end of rule 4:

```If a proposal message is deleted or edited before it takes effect, then the proposal is retracted. It does not take effect and its voting period ends.```

Amend rule 7 by appending the following to the end of rule 7:

```A player's turn ends if within five minutes of moving they do not explicitly declare that they are continuing their turn.```

MESSAGE 742110866220253204
FROM Wotton IN #proposals-ä7 ON 2020-08-09 AT 20:03:38.26:
Proposal 6

Amend rule 3 by replacing 
```If a player does not make a proposal within 24 hours of the start of their turn, they automatically end ("pass") their turn.```
with
```A player's turn autmatically ends ("passes") 24 hours after it started.```

Amend rule 4 by replacing
```When the voting period is over, the player's turn ends, and if the message has more thumbsup reactions than thumbsdown reactions, the events stated in the proposal take effect.```
with
```When the voting period is over, if the message has more thumbsup reactions than thumbsdown reactions, the events stated in the proposal take effect.```

MESSAGE 742246792791457905
FROM Klink'o'Lantern IN #proposals-ä7 ON 2020-08-10 AT 05:03:45.68:
Proposal 7

Create a new rule that reads the following:

There is a non-primary space named Jail. A player who is in Jail may not move on their turn. While a player is in jail they may roll 1d6 up to once on their turn, if the player rolls 5 or 6, they are no longer in jail and are placed on space 1.

MESSAGE 742273866717462548
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-10 AT 06:51:20.607:
Proposal 8

Create a new rule entitled "Features" which states:
```
Each space on the gameboard has a number of features on it. Types, locations, and effects of features are defined by the rules.

When a player lands on a space with a feature, all the effects of its features are applied in alphabetical order by feature name. This order can be modified by the rules.

Feature effects can only take place after a player moves.
```

MESSAGE 742496721199824897
FROM Random Internet Cat IN #proposals-ä7 ON 2020-08-10 AT 21:36:53.256:
Proposal 9

~~Each ongoing turn ends. Resu's turn begins.~~
self-killed

MESSAGE 742866924790087794
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-11 AT 22:07:56.67:
Proposal 10

Amend Rule 9 by replacing its text with:
```
Cop Car is a space feature. Initially, space 4 has this feature.

If a player lands on a space with a Cop Car, they must, within 5 minutes of their roll, choose one of the following options (otherwise the first option is taken automatically):

a. admit fault, moving to the jail space; OR
b. bribe the officer, losing 5 points. Their turn ends immediately (not an option if points are not implemented or non-functioning).

If a player rolls a 4 on their turn, then, after moving, the space that previously had the Cop Car feature loses that feature and the player's current space gains it.
```

MESSAGE 743488283060994190
FROM Slimey IN #proposals-ä7 ON 2020-08-13 AT 15:17:00.026:
~~Proposal 11~~

~~Append the following to the end of rule 3:~~
```
~~Within an hour of ending your turn, ping the player whose turn it is or lose 1 point. This only counts if you have done something on your turn (I.e. moving).~~
```
sike

MESSAGE 743505959984431155
FROM Slimey IN #proposals-ä7 ON 2020-08-13 AT 16:27:14.533:
Proposal 11

Append the following to the end of rule 3:
```
If a player ends their turn, they have 1 hour to ping the next player whose turn it is, or they will lose 1 point. This only counts if you have done something on your turn (I.e. moving)
```

MESSAGE 743940968046264535
FROM Wotton IN #proposals-ä7 ON 2020-08-14 AT 21:15:48.537:
Proposal 12
Effect changes to the ruleset as described im <@532693258766254080>'s next proposal

MESSAGE 743941854894227517
FROM Resu IN #proposals-ä7 ON 2020-08-14 AT 21:19:19.978:
**Resu's First Proposal**

*Change Rule 5 as follows:*
Replace `The gameboard has 10 primary spaces, inclusively numbered 1 through 10.` with `The gameboard has a number of spaces, *n*, inclusively numbered 1 through *n*.`

*Add a rule as follows:*
```The primary space with the highest number is also known as "The Frontier". If a player is on the The Frontier, when they move up the board, they explore new territory: when the player rolls to move, they subtract one from the number, and move that many spaces into the unknown, expanding the board by that many spaces as they go. Then the final space of their move returns them to space 1.```

*Add a rule as follows:*
When a player lands on or passes space 1, they gain 5 points.

MESSAGE 744248728483004498
FROM Fenton IN #proposals-ä7 ON 2020-08-15 AT 17:38:44.343:
Proposal 13
Define a new feature situated on space 9
```'Bank' is a feature. When a player lands on a space with a 'Bank' feature, they may deposit points in multiples of 5 creating a bank account and losing that amount of points. Whenever a player passes or lands on a space with a 'Bank', the amount of points stored in their account increases by 1 per multiple of 5 points stored. Whenever a player lands on a space with the 'Bank' feature, they may take out any amount of points from their account given their withdrawal does not exceed the number of points in their account or put the account below 0. ```

MESSAGE 744308788655292466
FROM Resu IN #proposals-ä7 ON 2020-08-15 AT 21:37:23.804:
**Correction time**
Proposal: Amend rule 5 by changing `The gameboard has a number of spaces` at the beginning of the second paragraph to `The gameboard has a number of primary spaces`.

MESSAGE 744592092281569320
FROM Wotton IN #proposals-ä7 ON 2020-08-16 AT 16:23:08.652:
Proposal
Amend rule 7 by replacing the sentence
```To move, a player announces they are moving and rolls 1d6 in #public-forum.```
with:
```To move, a player rolls 1d6 in #public-forum.```

Amend rule 8 by by removing the following sentence:
```Who has what amount of points is tracked in the list of player names in #game-rules. ```

MESSAGE 744926626353250424
FROM Resu IN #proposals-ä7 ON 2020-08-17 AT 14:32:27.79:
**Proposal 17**
Amend rule 7 by changing the sentence
```A player's turn ends if within five minutes of moving they do not explicitly declare that they are continuing their turn.```
to read
```A player's turn ends if within ten minutes of moving they do not explicitly declare that they are continuing their turn. If a player does not update the representation of the gameboard before their turn ends, their move is canceled and they revert to being where they were before they took their turn.```

MESSAGE 745102272949911602
FROM Random Internet Cat IN #proposals-ä7 ON 2020-08-18 AT 02:10:25.202:
Proposal -13

Undo any changes to the rules done by the proposal commonly labeled Proposal 13 in the reverse order of which they occured.

Enact a rule with the following text:
```
'Bank' is a feature. When a player lands on a space with a 'Bank' feature, they may deposit points in multiples of 5 creating a bank account and losing that amount of points. Whenever a player passes or lands on a space with a 'Bank', the amount of points stored in their account increases by 1 per multiple of 5 points stored. Whenever a player lands on a space with the 'Bank' feature, they may take out any amount of points from their account given their withdrawal does not exceed the number of points in their account or put the account below 0. 
```

Create a new instance of the Bank feature on Primary Space 9.

MESSAGE 745440934488965171
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-19 AT 00:36:08.405:
**Proposal [object Object]**

Create a new Rule entitled "Houses" with the text:

```
There is a type of feature called "House". Each house has a player who is its owner. A house with owner P can be called "P's House". Initially, no houses exist on the gameboard.

When a player lands on a space with a House on it, if they have at least one point, they lose one point and the owner of the house gains one point.

After a player moves, if they are on a space with no other features and have at least five points, then they can add a House feature in their possession to that space by paying five points.
```

MESSAGE 745753843039731713
FROM Zephnik IN #proposals-ä7 ON 2020-08-19 AT 21:19:31.617:
**Proposal Ploopy**

Replace every instance of "a google sheets file" and "github" in the rules with "the Infinite Nomic wiki".

MESSAGE 746395552450871306
FROM Wotton IN #proposals-ä7 ON 2020-08-21 AT 15:49:27.063:
~~**Proposal That I Spent Way Too Much Time Trying To Come Up With A Witty Name For**~~

Change Rule 9's title to the following: "Rule 9: Cop Car"
Change Rule 10's title to the following: "Rule 10: Jail"
Change Rule 12's title to the following: "Rule 12: Frontier"
Change Rule 13's title to the following: "Rule 13: Looping"
Change Rule 14's title to the following: "Rule 14: Banks"
**EDIT: self-killed**

MESSAGE 746427975745929257
FROM HeuryAlone IN #proposals-ä7 ON 2020-08-21 AT 17:58:17.379:
**Proposal Stock Exchange**

Enact the following rule:

There are 6 "stock" items that are named "stock one", "stock two", "stock three", "stock four", "stock five", and "stock six". On a player's turn, they may elect to buy one stock item for 5 points. A stock item can only be owned by one player at a time. When a player rolls a d6 during  their turn, the player owning the stock item  matching the dice roll gains 1 point.

MESSAGE 746438068684456016
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-21 AT 18:38:23.723:
Proposal undefined

Replace the following in rule 9:

> If a player rolls a 4 on their turn

with:

> If a player rolls a 4 on their turn while rolling for movement

MESSAGE 746452658948276224
FROM Wotton IN #proposals-ä7 ON 2020-08-21 AT 19:36:22.313:
Proposal *Groundwork for the Metaphysics of Money*

Change Rule 9's title to the following: "Rule 9: Cop Car"
Change Rule 10's title to the following: "Rule 10: Jail"
Change Rule 12's title to the following: "Rule 12: Frontier"
Change Rule 13's title to the following: "Rule 13: Looping"
Change Rule 14's title to the following: "Rule 14: Banks"

Amend Rule 9 by replacing:
```within 5 minutes of their roll,```
with: ```before their turn ends,```

Amend Rule 15 by replacing the last sentence with: 
```Players may at any point in time buy a House item for five points. 
On their turn, if they are on a space with no other features and they have at least one house item in their possession, a player can add a House feature to that space. This removes one House item from their possession.```

Create a new rule entitled "Commerce" with the following text:
```Players may not buy items if they have 0 or less of the currency being used to buy the item, or if the act of purchasing would cause them to have less than 0 of the currency being used to purchase it.
Players may buy items off other players. The exchange of items and currency (or currencies) takes place immediately after both players consent to the trade in #public-forum. ```

MESSAGE 746929423990784010
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-23 AT 03:10:51.957:
~~Proposal ∞~~

~~Amend Rule 7 "Moving" so that it reads:~~
```
Entities can move between primary spaces in two directions. To "advance" or "move up" is to move in the direction that the numbers are increasing. To "regress" or "move down" is to move in the direction that the numbers are decreasing. For the purposes of this type of movement, the lowest-numbered space is considered to be one space higher than the highest-numbered space and the highest-numbered space is considered to be one space lower than the lowest-numbered space.

A player on a primary space can move up the board once on their turn by rolling 1d6 in #public-forum and moving up exactly that many spaces. A player's turn ends if within ten minutes of moving they do not explicitly declare that they are continuing their turn. If a player does not update the representation of the gameboard before their turn ends, their move is canceled and they revert to being where they were before they took their turn.
```
edited to self-kill: sent prematurely

MESSAGE 746929870860451941
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-23 AT 03:12:38.499:
~~Proposal ∞+1~~

~~Amend Rule 7 "Moving" so that it reads:~~
```
Entities can move between primary spaces in two directions. To "advance" or "move up" is to move in the direction that the numbers are increasing. To "regress" or "move down" is to move in the direction that the numbers are decreasing. For the purposes of this type of movement, the lowest-numbered space is considered to be one space higher than the highest-numbered space and the highest-numbered space is considered to be one space lower than the lowest-numbered space.

A player on a primary space can move up the board once on their turn by rolling 1d6 in #public-forum and moving up exactly that many spaces. A player's turn ends if within ten minutes of moving they do not explicitly declare that they are continuing their turn. If a player does not update the representation of the gameboard before their turn ends, their move is canceled and they revert to being where they were before they took their turn.
```

~~Amend Rule 13 "Looping" so that it reads:~~
```
When a player advances to or past the lowest-numbered space, they gain 5 points.
```
edited to self-kill: i sux

MESSAGE 746931564746768555
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-23 AT 03:19:22.353:
Proposal ∞+2

Amend Rule 7 "Moving" so that it reads:
```
Entities can move between primary spaces in two directions. To "advance" or "move up" is to move in the direction that the numbers are increasing. To "regress" or "move down" is to move in the direction that the numbers are decreasing. For the purposes of this type of movement, the lowest-numbered space is considered to be one space higher than the highest-numbered primary space and the highest-numbered space is considered to be one space lower than the lowest-numbered primary space.

A player on a primary space can move up the board once on their turn by rolling 1d6 in #public-forum and moving up exactly that many spaces. A player's turn ends if within five minutes of moving they do not explicitly declare that they are continuing their turn.
```

Amend Rule 13 "Looping" so that it reads:
```
When a player advances to or past the lowest-numbered primary space, they gain 5 points.
```

MESSAGE 746932603252244530
FROM Random Internet Cat IN #proposals-ä7 ON 2020-08-23 AT 03:23:29.952:
The Agoran Proposal:

Set scores, move players between spaces, create or destroy spaces, and create or destroy features so that the current gamestate is what it would be if https://infinitenomic.miraheze.org/w/index.php?title=Round_7/Gamestate&oldid=88 was correct as of the time of the sending of this proposal, assuming that all changes and actions after that time were instead applied to the modified gamestate.

Enact, amend, and repeal rules so that the current gamestate is what it would be if https://infinitenomic.miraheze.org/w/index.php?title=Round_7/Ruleset&oldid=89 was correct as of the time of the sending of this proposal, assuming that all changes and actions after that time were instead applied to the modified gamestate.

[Tracking is hard, and mistakes happen - this makes sure that we know what the current gamestate is, even if we messed up in the past.]

MESSAGE 747691404947357746
FROM MEE6 IN #proposals-ä7 ON 2020-08-25 AT 05:38:42.374:
<no content>

MESSAGE 747715116539052073
FROM Zephnik IN #proposals-ä7 ON 2020-08-25 AT 07:12:55.658:
MEE6 you dumbass...

MESSAGE 747715623559102495
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-25 AT 07:14:56.541:
that's a weird proposal

MESSAGE 747877133103136859
FROM HeuryAlone IN #proposals-ä7 ON 2020-08-25 AT 17:56:43.417:
**The Jail Break Proposal**
Enact the following rule:

If a player has failed to escape jail two turns in a row, on their following turn they may pay 1 point and leave jail with your dice roll. You may go below 0 points by enacting the Jail Break Proposal.

**ILLEGAL> NONEXISTANT PROPOSAL**

MESSAGE 747878475808899154
FROM Klink'o'Lantern IN #proposals-ä7 ON 2020-08-25 AT 18:02:03.543:
**The Gulag Proposal**
Enact the following rule:

There is a non-primary space called Gulag. If a player misses two of their own turns in a row, they are removed from the turn order and placed into the Gulag. As long as a player is in the Gulag they are unable to gain or lose points,  take turns, or make proposals. A player may leave the Gulag at any time by stating their intent to rejoin the game in <#735938559726321674>, at which point they are placed on space 1 and added to the bottom of the turn order.

ACCIDENTALLY ILLEGALED

MESSAGE 747878620130705486
FROM Klink'o'Lantern IN #proposals-ä7 ON 2020-08-25 AT 18:02:37.952:
**The Gulag Proposal**
Enact the following rule:

There is a non-primary space called Gulag. If a player misses two of their own turns in a row, they are removed from the turn order and placed into the Gulag. As long as a player is in the Gulag they are unable to gain or lose points,  take turns, or make proposals. A player may leave the Gulag at any time by stating their intent to rejoin the game in <#735938559726321674>, at which point they are placed on space 1 and added to the bottom of the turn order.

MESSAGE 747879296411894076
FROM HeuryAlone IN #proposals-ä7 ON 2020-08-25 AT 18:05:19.19:
**The Jail Break Proposal**
Enact the following rule:

If a player has failed to escape jail two turns in a row, on their following turn they may pay 1 point and leave jail with your dice roll. You may go below 0 points by enacting the Jail Break Proposal.

**NO LONGER A PROPOSAL**

MESSAGE 747881615769731113
FROM HeuryAlone IN #proposals-ä7 ON 2020-08-25 AT 18:14:32.168:
**The Jail Break Proposal**
Enact the following rule:

If a player has failed to escape jail two turns in a row, on their following turn they may pay 1 point and leave jail and move the number of spaces as permitted by their dice roll. A player may pay 1 point to leave jail even if they have 0 or less points.

MESSAGE 748194998415130724
FROM Wotton IN #proposals-ä7 ON 2020-08-26 AT 14:59:48.413:
Proposal: **Beowulf Resigns**
If <@!303231810740027392> voted in favour of this proposal: remove <@!303231810740027392> from the list of players.
//https://discordapp.com/channels/515560801394753537/735938559726321674/748192756358185072

MESSAGE 748571675309768804
FROM 9spaceking IN #proposals-ä7 ON 2020-08-27 AT 15:56:35.183:
Proposal: It's Real Estate
Modify the housing rule to become as such:
Rule 15: Houses
There is a type of feature called "House". Each house has a player who is its owner. A house with owner P can be called "P's House". Initially, no houses exist on the gameboard.

Each house has a "property tax" value assigned to it, which is how much money the other player pays when landing there.

When a player lands on a space with a House on it, if they have enough points to pay the "property tax", they give the property tax to them, otherwise, they pay all their points and are in debt to the other player. 

Players may at any point in time begin an auction for a house item, with other players bidding (higher and higher). Once they pass they cannot bid again. If a player goes uncontested for 24 hours they gain the house and spend the points they bid. The house market has limited houses and supplies may run thin. On their turn, if they are on a space with no other features and they have at least one house item in their possession, a player can add a House feature to that space. This removes one House item from their possession. They may also sell house items for 5 points while it is in their possession.

House Market
20x Trailer House: Property tax 1
10x Modest House: Property tax 2
7x Lucky House: No tax, but you gain 7 points when landing here. You must give 3 of these points to another.
5x Noble House: Property tax 3
5x Mansion: Property tax 4
3x Skyscraper: Property tax 5
1x Railway station: Property tax [amount of railways you laid down]

If someone buys the railway station, each 5 spaces or more (no more than one can exist every 5 spaces) they may decide to lay down a railway track if they own the space. They have infinite railway tracks in their possession once they buy the railway.

Current houses (as of writing this rule) are all converted to Trailer Houses and not deducted from the House Market, for simplicity.

NO LONGER A PROPOSAL.

MESSAGE 748679382448603200
FROM Wotton IN #proposals-ä7 ON 2020-08-27 AT 23:04:34.566:
Proposal: *Plenism*
Repeal rule 18. 
Amend Rule 10 by appending the following after its last sentence:
```If a player has failed to escape jail two turns in a row, on their following turn they may choose to lose 1 point in order to escape from jail. Once a player escapes jail, they are immediately placed on the primary space with the lowest number.```
//https://discordapp.com/channels/515560801394753537/518856008605499402/748004436974108782

MESSAGE 749000238777237514
FROM 9spaceking IN #proposals-ä7 ON 2020-08-28 AT 20:19:32.676:
Proposal: Master of Your Fate
Add the rule: 
if you land on space 7, you may spend X to store this dice roll as a Number in your possession, where X is the number you just rolled. At any time, You may use a Number in your possession to advance forward exactly that many spaces, unless said otherwise. You are not allowed to use the Number 3 from possession if you are on space 7.

MESSAGE 749314981568446595
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-29 AT 17:10:13.205:
Proposal snek

Create a new rule entitled "Snakes and Ladders" which reads:
```
"Snake" and "Ladder" are space features. They are initially found on no spaces.

Each Snake and Ladder is in a pair with another feature of its type. The lower Snake or Ladder in a pair is the one on the lower-numbered primary space; the upper Snake or Ladder is the other.

When referring to a specific snake or ladder, the shorthand "Type NL" can be used, where "Type" is the type of feature, "N" is a number indicating a pair (should be assigned by order of creation) and "L" is either "L" if the feature is lower or "U" if the feature is upper (for example "Snake 1U" or "Ladder 5L").

When a player lands on a lower Ladder, they advance to the upper Ladder in the pair. When a player lands on an upper Snake, they regress to the lower Snake in the pair. These movements take effect before the Cop Car does.
```

Amend Rule 12 "Frontier" so it reads:
```
The primary space with the highest number is The Frontier. If a player is on the The Frontier, when they make their movement roll, they explore new territory, which constitues doing the following steps, in order, with no intervening actions, otherwise all actions fail:

1. Add a number of spaces equal to their movement roll minus 1.
2. If the number of spaces created in step 1 is 3 or greater, do the following:
   1. Roll a 2-sided dice to determine whether a Snake (result = 1) or Ladder (result = 2) will be created.
   2. Add the type of feature determined in step 2.1 to a random primary space created in step 1 and a random primary space that existed before that has no other features. These features are paired.
3. Advance by a number of spaces equal to their movement role.

If ten minutes have passed since a movement roll has been made by a player on The Frontier but new territory has not been explored, then any other player can explore new territory on their behalf and their turn does not end until new territory has been explored.
```

MESSAGE 749354464460144802
FROM Klink'o'Lantern IN #proposals-ä7 ON 2020-08-29 AT 19:47:06.66:
Proposal Chief of Police

Amend Rule 9 to the following:

Rule 9: CHIEF OF POLICE

```
Cop Car is a space feature. Initially, space 4 has this feature. The Cop Car has a health value, that initially starts at 200. The value is tracked in Gamestate on the wiki. 

If a player lands on a space with a Cop Car, they must, before their turn ends, choose one of the following options (otherwise the first option is taken automatically):

    a. admit fault, moving to the jail space; OR
    b. bribe the officer, losing 5 points. Their turn ends immediately, and the Cop Car gains 5 health (not an option if points are not implemented or non-functioning, or if the player has fewer than 5 points); OR
    c. fight the officer. The player rolls two six sided dice in a row, the first roll is the officer's roll and the second roll is the player's roll. If the player's roll is higher than the officers roll, the player gains 10 points and the officer loses 10 health. If the player's roll is lower than the officers roll, they lose 10 points and move to the jail space (not an option if points are not implemented or non-functioning, or if the player has fewer than 10 points);

If a players action would cause the Cop Cars health to drop to zero or lower, the player gains 100 points and the Cop Car ceases to be a space feature.

If a player rolls a 4 on their turn while rolling for movement, then, after moving, the space that previously had the Cop Car feature loses that feature and the player's current space gains it. 
```

MESSAGE 749421095765147688
FROM Wotton IN #proposals-ä7 ON 2020-08-30 AT 00:11:52.801:
🐘 Proposal
Amend rule 9 by removing the following: `not an option if points are not implemented or non-functioning,`
Amend rule 16 by changing the sentence `Players may buy items off other players`
so that it reads:
`Players may buy, sell, and trade items and currencies with other players.`
Amend rule 19 by changing its first sentence so that it reads:
`If you land on space 7, you may spend X points to buy this dice roll and store it as a Number in your possession, where X is the number you just rolled.`
---
Amend rule 9 by appending the following text to it:
```If a player is on a space with the Shop feature, they may purchase instances of the items listed below for the listed price. Once the item is used, it disappears and the listed effect takes place.
! Item Name !! Price !! Effect
|-
| Flute || 3 || Move a snake feature from one tile to another that is adjacent to it

All spaces with a number that is prime and greater than 10 have the 'shop' feature.
All spaces with a number that is a multiple of and greater than 7 have the 'bank' feature.```
---
Amend rule 1 by appending the text from rule 6 to it: 
Amend rule 8 by appending the text from rules 10, 18, 17, 19, and 12 to it, in that order.
Amend rule 11 by appending the text from rules 9, 14, and 15 to it, in that order.
Repeal rules 6, 10, 18, 17, 19, 9, 14, and 15.
---
Enact a rule with the title number of 0 and the following text:
```Victory conditions not specified within this rule are not valid. VP may only be gained or lost as specified within this rule.
A player wins once they have at least 100 Victory Points (VP). Victory Points are a quantity that is neither a currency nor an item.
Proposals that modify or repeal this rule pass when and only when one of the following conditions is met:
a) 24 hours or more have passed, and less than 7 days have passed, and there are no votes against it.
b) exactly 7 days have passed and the the proposal has at least 3 votes in its favour for every vote against it.```

MESSAGE 749422244366647357
FROM Jacekesan IN #proposals-ä7 ON 2020-08-30 AT 00:16:26.649:
proposal
repeal rule 12

MESSAGE 749433771241111632
FROM 9spaceking IN #proposals-ä7 ON 2020-08-30 AT 01:02:14.87:
Proposal: A Small Bonus
Add the following clause under rule 13:
After a player loops around the board, all Numbers in their possession increase by one, then they are granted a Number of 1 in their possession. If a Number would go above 7, a Number of 1 is created in their possession instead.

MESSAGE 749848532567195678
FROM 9spaceking IN #proposals-ä7 ON 2020-08-31 AT 04:30:21.676:
Proposal: bonus ducks

If this proposal passes then every player gets five points.

MESSAGE 749849884735045692
FROM CodeTriangle IN #proposals-ä7 ON 2020-08-31 AT 04:35:44.058:
Proposal 💰
Amend the rule "Information" so it reads:
```
This is a board game, played on a virtual board. A representation of the board as well as the ruleset for this game shall be kept in the Infinite Nomic wiki, which is linked in #game-rules. For an action other than voting or making a proposal to be effective, it must be announced in #public-forum.
```

Amend the rule "Proposing and voting" so it reads:
```
A player who does not already have a proposal being voted on may make a proposal by posting a message in #proposals. Players may then react to that message with either thumbsup or thumbsdown during the next 24 hours. When the voting period is over, if the message has more thumbsup reactions than thumbsdown reactions, the events stated in the proposal take effect and the player who sent the message containing the proposal gains a number of points equal to the amount of thumbsup reactions on the proposal minus the amount of thumbsdown reactions.

If a proposal message is deleted or edited before it takes effect, then the proposal is retracted. It does not take effect and its voting period ends.
```

MESSAGE 749853664495009862
FROM Wotton IN #proposals-ä7 ON 2020-08-31 AT 04:50:45.223:
**Proposal 39**
Append rule 20's text to the end of rule 11, under its own subheading
Repeal rule 20
Amend rule 11 by changing all instances of ```(or if``` to ```(not an option if```
Change rule 0's number to 6
Change rule 11's number to 9
Change rule 13's number to 10
Change rule 16's number to 11

MESSAGE 750401939854065724
FROM Wotton IN #proposals-ä7 ON 2020-09-01 AT 17:09:24.255:
**Proposal: I like numbers but we need to get this done <:sad:567391428469194763> **
remove all rule numbers
rename rule 'Turn order' to 'Turns'
amend rule 'Turns' by appending the body of 'What happens on a turn' to it
repeal rule 'What happens on a turn'
rename rule 'Proposing and voting' to 'Proposals'
rename rule 'The game board' to 'Game Board'
enact a new rule called 'Poent' and append the text of the subrule 'Points' in 'Point and Tiles' to it.
amend the rule 'Point and Tiles' by removing the subrule 'Points'
rename 'Point and Tiles' to 'Tiles'
rename Snakes and Ladders to 'Snek'
amend rule 'Features' by appending the text of the rule 'Snek' to it
repeal rule 'Snek'
amend rule 'Features' by changing all instances of ```(or if```
 to 
```(not an option if```

MESSAGE 750476364754452671
FROM rosewinsall IN #proposals-ä7 ON 2020-09-01 AT 22:05:08.534:
Proposal: Frontier Expansion Take Four

Amend Rule Features by adding a new clause that states: "A snake NU cannot exist on the frontier. If one is on or would be placed on the frontier it is placed instead on the primary space 1 below the frontier. "

MESSAGE 750555226452525097
FROM Resu IN #proposals-ä7 ON 2020-09-02 AT 03:18:30.628:
**Proposal: The Final Frontier**
If Mom Rose's most recent proposal has passed, revert all changes it performed to the ruleset.

Take the rule section 'Frontier' from the rule entitled 'Points and Tiles' at the writing of this proposal, remove it from that rule, and add it as a section of the rule 'Features'.

In that same section 'Frontier', replace the first sentence, ```The primary space with the highest number is The Frontier```, with the following sentence: ```The Frontier is a feature on the primary space with the highest number. This feature always moves to be on the correct space```.

MESSAGE 750776149075820556
FROM Wotton IN #proposals-ä7 ON 2020-09-02 AT 17:56:22.686:
**Patchouli Proposal ~~because some things need patching~~**

amend rule Tiles subheading Frontier by changing `If ten minutes have passed since a movement roll has been made by a player on The Frontier `
to: `If ten minutes have passed since a movement roll has been made by a player who started their turn on The Frontier`

amend rule Features, subheading Shop by changing `Once the item is used, it disappears and the listed effect takes place.`
to: `Once an instance of an item is used, it disappears from that player's possession and the listed effect takes place.`

amend rule Features, subheading Shop by changing `Flute || 3 || Move a snake feature from one tile to another that is adjacent to it`
to: `Flute || 3 points || Move a snake feature from one primary tile to another primary tile that is adjacent to it`

amend rule Features, subheading Shop by changing `All spaces with a number that is prime and greater than 10 have the 'shop' feature.`
to: `All spaces with a number that is prime have the 'shop' feature.`

amend rule Features, subheading Bank by changing `All spaces with a number that is a multiple of and greater than 7 have the 'bank' feature.`
to: `All spaces with a number that is a multiple of 7 have the 'bank' feature.`

MESSAGE 750999409344380951
FROM Emerald IN #proposals-ä7 ON 2020-09-03 AT 08:43:32.082:
**Proposal: Towns**
```In this proposal x represent insert word/number, how towns work: If a player land on a place on the board called unclaimed fields A player can spend 10 points by saying “I claim a town in this area and name it (x) town” this removes 10 points from them, if they do not have a valid amount of points they cannot found a town, in addition to this the unclaimed land space turns into a (x) town space when this command is correctly said. Each town has a leader the town leader is automatically the founder but the founder can give up that role by saying “I give up my position of leader to @(x user)”. If another player lands on that town space they can choose to join it through a Application, the leader can approve or deny said application. The town leader can kick anyone out of town for any reason, this causes that person who was kicked out to have to move to a different space. Each town itself has a Treasury fund. This Treasury Fund is made up of points and can be viewed like a players point count. Anyone can donate to the town fund by saying “I donate (x) points to the (x) town” this then removes the amount of points the person specified to donate and adds them to the town Treasury. The Leader of the town can withdraw points by saying “I withdraw x amount of points from x town treasury” this removes the specified amount of point from the treasury and adds them to the Leader. A citizen of the town can inside said town space work they do this by saying “I work in x town” then a random number generator between 1-3 is rolled, the number that is landed on is given to them in the form of 1-3 points, this command can only be done once every 24 hours. A Leader of the town can also decide laws for a town, they can make any laws they please the only restriction is that hey cannot break/interfere with any of the game rules.```

MESSAGE 751490554663272469
FROM CodeTriangle IN #proposals-ä7 ON 2020-09-04 AT 17:15:10.251:
Proposal: Master Refactor

Amend the subrule "Master of Your Fate" so it reads:
```
If a player lands on a primary space whose number is a multiple of 7 on their turn, then on the same turn they may spend a number of points equal to their movement roll to gain a Number item with a stored value of their movement roll.
```

Create a new rule "Numbers" that reads:
```
Players can possess Number items, which store an integer value between 1 and 6. If a Number item's stored value would increase above 6 it is set to 1 instead, and if it would decrease below 1 it is set to 6 instead.

Players can at any time destroy a Number item in their possession and advance by a number of spaces equal to the Number's stored value. Players can also destroy a Number item when required to make a dice roll, using the stored value instead of generating a random number.
```

In the rule "Looping" remove the following:
```
If a Number would go above 7, a Number of 1 is created in their possession instead.
```

MESSAGE 751500377505136722
FROM Wotton IN #proposals-ä7 ON 2020-09-04 AT 17:54:12.199:
Proposal: **Proposal Proposal**

Amend rule *Poent* by changing it so that it reads: `All players have an integer associated with them called "points". Upon becoming a player for the first time, a player has 5 points.`
Give 5 points to all players who did not receive points as direct result of the proposal *bonus ducks*

MESSAGE 751608669778608260
FROM Resu IN #proposals-ä7 ON 2020-09-05 AT 01:04:31.089:
Proposal Proposal: **Proposal**

Add a new rule whose text is the same as that of the proposal 'towns', only replace 'In this proposal' with 'In this rule'. Add a section to the rule 'Tiles' that reads as follows: `**Unclaimed Fields** Every primary space with a number that is a multiple of six is an Unclaimed Fields space.`

Amend the 'Jail' section of the rule 'Tiles' by adding a sentence to the end of the first paragraph that reads as follows: `Landing on Space 1 in this way does not count as Looping and players receive no points from doing so.`

MESSAGE 751612152955011102
FROM Random Internet Cat IN #proposals-ä7 ON 2020-09-05 AT 01:18:21.543:
Proposal ~~~Towns
Undo any changes to the gamestate made during the application of the proposal labeled "Proposal: Towns".

MESSAGE 751884128810696755
FROM CodeTriangle IN #proposals-ä7 ON 2020-09-05 AT 19:19:05.64:
Proposal: Autoembiggen

Add to the rule "Game Board" the following:
```
Each Monday and Friday at 00:00 in yuor face's time zone a new primary space is added to the game board.
```

MESSAGE 751901482722525264
FROM Wotton IN #proposals-ä7 ON 2020-09-05 AT 20:28:03.135:
Proposal: **Only Time Travel Can Save Us Now**

Retroactively remove all unclaimed fields that existed on the board until the moment this proposal passed and make all changes to the gamestate caused by unclaimed fields and towns void.
Remove all Numbers in Phoenix King's possession, then give him a Number of 1.
Amend rule Commerce by appending the following sentence to it: `A player or entity may never transfer an amount of a currency higher than they own. Actions or rule effects that would cause that automatically fail.`

Amend rule 'Tiles' by removing the text under the subheading 'Unclaimed Fields'
Repeal rule 'Towns'

Amend rule 'Features' by appending the text in the attached textfile to it under the subheading of `Towns`

This message has attachments:
[Attachment 1]

MESSAGE 751901600859029675
FROM CodeTriangle IN #proposals-ä7 ON 2020-09-05 AT 20:28:31.301:
Proposal: Autoembiggen

Add to the rule "Game Board" the following:
```
Each Monday and Friday at 00:00 UTC a new primary space is added to the game board.
```

MESSAGE 752271627622023289
FROM Wotton IN #proposals-ä7 ON 2020-09-06 AT 20:58:52.556:
Prose-Pal Proposal

Amend rule 'Numbers' by appending the following text to it: `Immutable Numbers are a type of number. Immutable Numbers have the same properties as regular Numbers, but their stored value can not increase or decrease.`

Amend rule 'Features', subsection 'Shop' by appending the following items to the table:
```N. 1 || 5 points || This item has the same effect as a Number 1, as described in rule 'Numbers'
I.N. 1 || 5 points || This item has the same effect as an Immutable Number 1, as described in rule 'Numbers'
2d6 || 10 points || This item may only be used on your turn, before you make a movement roll. You may make your movement roll with a 2d6 this turn```

amend rule 'Features' subsection 'Bank' by changing the last instance of `Whenever a player lands on a space with the 'Bank' feature, they` to `While on a space with the Bank feature, a player`

amend rule 'Tiles' subsection 'Jail' by changing `if the player rolls 5 or 6` to `if the player rolls 4, 5, or 6` and removing the sentence `Landing on Space 1 in this way does not count as Looping and players receive no points from doing so.`
amend rule 'Looping' so that it reads: ```When a player starts their turn on a primary space and advances to or past the lowest-numbered primary space, they gain 5 points and all Numbers in their possession increase by one. They are then granted a Number of 1 in their possession.``` 
//right now Resu's fix only applies to the first paragraph of the jail subrule. This proposal does away with the ambiguous word 'looping' altogether.

MESSAGE 752899927025385494
FROM Wotton IN #proposals-ä7 ON 2020-09-08 AT 14:35:30.807:
Amend the entire rulest by replacing every instance of `point` with `poent` and every instance of `points` with `poents`
Change the gamestate by transforming all points into poents

MESSAGE 753377295905063042
FROM CodeTriangle IN #proposals-ä7 ON 2020-09-09 AT 22:12:24.417:
~~nevermind~~

MESSAGE 753378274838839418
FROM CodeTriangle IN #proposals-ä7 ON 2020-09-09 AT 22:16:17.813:
Proposal 🏠 🏪 🐍 🚓 🏦 🏩 :
Amend "Houses" by replacing:
```Players may at any point in time buy a House item for five poents. On their turn, if they are on a space with no other features and they have at least one house item in their possession, a player can add a House feature to that space. This removes one House item from their possession.```
with:
```On their turn, if they are on a space with no other House features and they have at least one house item in their possession, a player can add a House feature to that space. This removes one House item from their possession.```

Add the following row to the table in the "Shops" rule:
```| House || 5 poents || See "Houses" for details```

MESSAGE 753380440295079967
FROM Wotton IN #proposals-ä7 ON 2020-09-09 AT 22:24:54.098:
~~Proposal take away my free points~~ I will figurevthis out romorrow

Amend rule 'Winning' by replacing ```b) exactly 7 days have passed and the the proposal has at least 3 votes in its favour for every vote against it.```
with:
```b) exactly 7 days have passed and the the proposal has at least 3 votes in its favour for every vote against it and condition 'a)' was not met.```

MESSAGE 754114376406925382
FROM Wotton IN #proposals-ä7 ON 2020-09-11 AT 23:01:18.103:
**converging rulesets and gamestates**

Amend rule 'Winning' by changing it so that it reads:
```Victory conditions not specified within this rule are not valid. VP may only be gained or lost as specified within this rule. A player wins once they have at least 100 Victory Poents (VP). Victory Poents are a quantity that is neither a currency nor an item. Proposals can only modify or repeal this rule when and only when one of the following conditions is met: 
    a) 24 hours or more have passed, and less than 7 days have passed, and there are no votes against it. 
    b) exactly 7 days have passed and the the proposal has at least 3 votes in its favour for every vote against it and the proposal failed to fulfill condition 'a)'```

If there is a section of the subrule 'Houses' that reads:
```Players may at any poent in time buy a House item for five poents. On their turn, if they are on a space with no other features and they have at least one house item in their possession, a player can add a House feature to that space. This removes one House item from their possession.```

replace it with:
```On their turn, if they are on a space with no other House features and they have at least one house item in their possession, a player can add a House feature to that space. This removes one House item from their possession.```

Amend rule 'Numbers' by changing its first sentence so that it reads: `Players can possess Number items, which store an integer value.` 

revoke any points Wotton might have gained from the proposal that starts with `Amend the entire rulest`
return any points Phoenix King might have lost by landing on a tile with a Wotton's House feature during their last turn.
revoke any points Wotton might have gained as result of Phoenix King landing on a tile with a Wotton's House feature during their last turn.
Amend rule 'Information' by appending the following sentence to it: `For the purposes of this ruleset, being placed on a tile counts as landing on it.`

MESSAGE 756593103464431776
FROM Wotton IN #proposals-ä7 ON 2020-09-18 AT 19:10:52.686:
**Proposal *Nyanpasu~*** 
Amend rule 'Turns' by removing all instances of `("passes")`
Amend rule 'Turns' by appending the following text to it as a subrule:
```A player may on their turn, if they haven't rolled for movement yet and the previous player did not perform the action defined in this rule, choose to pass their turn by announcing their intention of doing so in #public-forum. This immediately ends their turn, starts the next player's turn, and then moves down their name in the player list by one. A player who passes a turn must ping the player whom they passed their turn to within one hour or lose 1 poent.```

MESSAGE 757688294409765065
FROM CodeTriangle IN #proposals-ä7 ON 2020-09-21 AT 19:42:46.555:
Proposal 🐍 \🏠 
Amend 'Frontier' by replacing the following:
```
a random primary space that existed before that has no other features
```
with:
```
a random primary space that existed before that has no snake or ladder features
```

MESSAGE 758002373540184085
FROM Zephnik IN #proposals-ä7 ON 2020-09-22 AT 16:30:48.855:
`Proposal Flæpbl` 

`Replace`

A house with owner P can be called "P's House". Initially, no houses exist on the gameboard.

When a player lands on a space with a House on it, if they have at least one poent, they lose one poent and the owner of the house gains one poent.

`with`

A house with owner P can be called "P's House **", followed by an integer. This integer is called the house's "power". Upon adding a house feature to a tile, the house's power is 1.** Initially, no houses exist on the gameboard.

When a player lands on a space with a house on it, if they have at least x poents, they lose x poents and the owner of the house gains x poents (where x equals the house's power). If the player does not have sufficient poents, they lose all their poents so as to now have 0. 

`When this rule passes, all houses that are current features on the board have a power of 1.`

MESSAGE 758203493059264523
FROM Jacekesan IN #proposals-ä7 ON 2020-09-23 AT 05:49:59.485:
Proposal stalin
Remove <@!403473458333220864>  from turn order and game

MESSAGE 758203510494855170
FROM Slimey IN #proposals-ä7 ON 2020-09-23 AT 05:50:03.642:
Proposal:
Make a rule that states:
"You can leave the game by simply saying so."

MESSAGE 759471622968180747
FROM CodeTriangle IN #proposals-ä7 ON 2020-09-26 AT 17:49:05.216:
__Proposal \5️⃣ \🕰️ \🔚__
Remove from "Moving" the following:
```A player's turn ends if within five minutes of moving they do not explicitly declare that they are continuing their turn.```
In "Turns" replace:
```A player's turn autmatically ends ("passes") 24 hours after it started.```
With:
```A player's turn automatically ends ("passes") 24 hours after it started or if the player has begun performing actions for their turn and five minutes have passed since their last message.```

MESSAGE 760402052479320105
FROM Zephnik IN #proposals-ä7 ON 2020-09-29 AT 07:26:16.898:
`Proposal Flæpbl, Revised` 

`Replace`

A house with owner P can be called "P's House". Initially, no houses exist on the gameboard.

When a player lands on a space with a House on it, if they have at least one poent, they lose one poent and the owner of the house gains one poent.

`with`

A house with owner P can be called "P's House **", followed by an integer. This integer is called the house's "power". Upon adding a house feature to a tile, the house's power is 1.** **The first time houses are introduced to the game**, no houses exist on the gameboard.

When a player lands on a space with a house on it, if they have at least x poents, they lose x poents and the owner of the house gains x poents (where x equals the house's power). 
If the player does not have sufficient poents, they instead lose all their poents so as to now have 0, and the owner of the house gains said poents. 

`When this proposal passes, all houses that are current features on the board have a power of 1.`

MESSAGE 763447768001282069
FROM Slimey IN #proposals-ä7 ON 2020-10-07 AT 17:08:52.065:
sup y'all, who wants to be a winner?
person with the most points right now wins the game. the game will then be done and we will move on to a new round

